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Abstract:

The widespread use of social media and digital platforms
for information consumption highlights the critical need to
understand and address information disorder. This paper
investigates the potential of games aimed at fostering play-
ers’ interest in information disorder. Extensive research was
conducted on this subject, including media literacy strategies,
and the impact of transformational games on individuals’
perspectives and interests. The culmination of this study was
the development of a strategy deckbuilder game prototype
called Web of Lies. An experiment involving 88 participants
across two conditions was conducted to address the research
question: "How can a video game increase players’ interest
in information disorder?" The experiment utilized a Likert
scale and conducted statistical analyses employing both
within- and between-subjects designs. The results revealed
no significant increase in participants’ interest in information
disorder following gameplay. However, further experiments
could be conducted using different types of video games, to
further explore the research question.




Information Disorder: Increasing Interest Through
Video Games

Dovilé Perednyté
Aalborg University Copenhagen
dpered18 @student.aau.dk

Abstract—The widespread use of social media and digital
platforms for information consumption highlights the critical
need to understand and address information disorder. This
paper investigates the potential of games aimed at fostering
players’ interest in information disorder. Extensive research was
conducted on this subject, including media literacy strategies, and
the impact of transformational games on individuals’ perspectives
and interests. The culmination of this study was the development
of a strategy deckbuilder game prototype called Web of Lies.
An experiment involving 88 participants across two conditions
was conducted to address the research question: '"How can a
video game increase players’ interest in information disorder?"
The experiment utilized a Likert scale and conducted statistical
analyses employing both within- and between-subjects designs.
The results revealed no significant increase in participants’
interest in information disorder following gameplay. However,
further experiments could be conducted using different types of
video games, to further explore the research question.
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I. INTRODUCTION

Today’s media is saturated with content that aims to elicit
strong emotions such as fear, anger, or superiority, in an
effort to gain online engagement. With social media platforms
designed to increase engagement through likes, comments,
and shares, emotional content can spread rapidly, even in
the face of fact-checking and debunking efforts by various
organizations (Wardle et al.l |2017). Educating individuals on
media literacy is increasingly crucial to equip them with
the mindset for critical thinking concerning the abundance
of information available online (Kubey, [1997). This should
encourage to consider both the accuracy and intentions behind
shared information, as well as the individuals responsible for
its dissemination (Wardle et al.| |2017).

This study was conducted as part of a collaborative project
between three different teams with the goal of creating a
video game that aims to convey the message of information
disorder (Kandel, |2020) and media literacy (Potter, [2018]).
Two of these teams were project groups from the Medialogy
Master’s program: our own group (performing this study)
and another group consisting of fellow students Simonas
Ceponis and Kristinn Bragi Gardarsson (explained further
in section [[TI-A). Together the five of us have, through the
Aalborg University Startup Progranﬂ founded the video game

! Aalborg University Startup Program - a program focused on entrepreneur-
ship, helping students start and run their own start-up business.
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company Enlit Games. As part of our shared internship in the
Startup Program, we made a business connection with the third
team in this collaboration - |Get Media Savvy| - an American
collective advocating for media literacy. Thus, both this study,
and the one conducted by the other Medialogy student team
were based on a collaboration between Enlit Games and Get
Media Savvy (GMS).

Collectively, we believe that video games are a well-suited
medium to spread information about the significance of media
literacy to a broader audience. By providing players with
a platform to observe the impact of information disorder
firsthand, they can gain awareness of its effects on a larger
scale, and become interested in how to employ critical thinking
when navigating online.

To that end, we put forth the research question:

How can a video game increase players’ interest in
information disorder?

This report first covers research pertaining to information
disorder and transformational games (chapter [l). Then, the
Prototype design (chapter [lII) covers all elements of the
developed game prototype which were based on concepts of
information disorder and media literacy. Next, the Methods
chapter (chapter describes the testing procedure as well
as the development of our questionnaire. After the final test
procedure, the collected experiment data is analysed in the
Findings (chapter [V). The Discussion (chapter then ad-
dresses various subjects concerning the insights derived from
this data analysis, as well as the potential factors that could
have affected the data. Lastly, the Conclusion aims to
summarise the whole study.

The appendices include an overview of all the cards de-
signed for the game prototype (Appendix [A), notes from game
designer interviews (Appendix [B)), the game design document
of the game (Appendix [C), the full questionnaire used during
testing (Appendix D)), and the demographic data collected from
the test participants (Appendix [E).

II. BACKGROUND
A. Get Media Savvy Collaboration

The collective of |Get Media Savvy| was jointly established
by two experts in the field of media literacy: creative technol-



ogist and researcher Heidi J. Boisvert, as well as writer amtessage's(NAMLE] 2021), which is also the de nition that
media ecologist Julie Scelfo. we subscribe to. Furthermore, NAMLE emphasizes that media
Our collaboration with Get Media Savvy (GMS) for thiscreates impressions using combinations of words, images, and
study mainly revolved around receiving guidance and inpabunds affecting people's attitudes, beliefs, and behaviors.
from the two founders through a series of meetings. TheSherefore, developing skills such as critical thinking works
meetings took place throughout the ideation and developméniards becoming media literate, which in turn empowers
phases of the game prototype developed for this study. Tpeople to make their own decisionis (NAMLE, 2021).
main topic of our meetings focused on how information According to the European Association for Viewers Interests
disorder and media literacy could be conveyed through a vidéeAVI), media literacy aims to promote critical understanding
game and which topics would be most tting for this mediumamong individuals as it in uences how people approach me-
Based on our discussions with GMS, we reached the cafia's content and context (EAV], 2009). In their study, they
clusion that a good focus point for the study would be theuggest different ways of improving media literacy among
set of four main questions, as formulated by J. Scelfo in higrdividuals by involving authorities in creating new policies
talk (Scelfg, 2010). These questions aim to help people thiakd encouraging the media industry to introduce new media

critically about any type of media: literacy initiatives into the media content.
What motivated this message?
What information might be missing? 1) Critical Thinking: When promoting critical thinking in
Whose perspective am | getting? the context of media literacy (EAV|, 2009; Media Education
Who pro ts? Foundation! n.d.), the main goal is to make people question

The four questions served as a baseline for how the manipe information they receive online. As part of the Get
ulative power of online information could be showcased in oMedia Savvy collaboration (sectign Tl}A), we presented the
video game prototype, with a focus on inspiring the player four questions proposed by Scelfo (2019). Similarly, different
ask similar questions when presented with information eithadvocates for media literacy will often present their own set
within or after having played the game. However, instead of questions that they consider to be the central guideline to
presenting these directly as action points in the game, GM8nking critically about media (NAMLE, 2022; Wardle et al.,
suggested that the game should instead aim to convey th28&7). Despite the differing sets of questions, certain key ideas
elements naturally in the gameplay and/or narrative. Followirsge repeated across all of them:
this, we focused on making the player interested in researching The person sharing the information might not have good
more on the topics themselves after playing the game, rather jntentions behind sharing it.
than risk the game being too "preachy” in trying to educate The information might not be completely truthful.

the players directly. If the message came across as preachy ¢ might be possible to misinterpret the information
or overly persuasive, it may trigger reactance in the recipient, \yithout the proper context.

leading to resistance or a negative reaction. . - .
Additionally, our collaboration with GMS indicated our tar-. All of these points focus on potential issues with the shared

get group, as the video game would be designed to potentie{nformatlon' This information would then fall under what is

= : : o often referred to asformation disorderWardle et al., 2017).
assist in their campaigns for media literacy. GMS does nQt . - L . :
. . ; " ctive critical thinking is most often taught and utilized in an
have a limited target group, but instead aims to "reach t

masses" [(Get Media Savvy). As such, our target group elgucatmnal context. However, even for personal knowledge ac-

S . S ; uisition people are also showing distrust towards information
similarly broad, focusing on individuals who play video game . . .
L ) L outlets when using online sources (Head et al., 2018). Despite
and use digital media for communication.

this, people are much more likely to put in the effort to verify
B. Media Literacy the information they read and/or share academically compared
Media literacy has numerous de nitions. Aufderheidd® their personal media usage (Head and Eisenberg, 2010).
(1993) claims that media literacy is the ability tactess, 1his tendency highlights the importance of teaching about
analyze, and produce information for specic outcoines Mmedia literacy and critical thinking in a non-achemlc cpntext,
While a description froni Media Education Foundatipn (n.dS° that people may learn to better evaluate the information they
focuses on the ability to understand, assess, and think criticdf§f€ in during their day-to-day lives (Kubey, 1997)
about the meaning behind the media content. Another de ni- i )
tion suggested by National Association for Media Literacg' Different Types of Information Disorder
Education (NAMLE) combines both explanations. It builds The terminformationrefers to the imparting of knowledge
on the de nition from|Aufderheide| (1993), adding evalua{Oxford English Dictionary, b)disorder then implies that
tion and action as other components of media literacy atite intent behind the supposed information is different from
emphasizing the ability to apply media literacy to differenthe assumed code of conduct for knowledge sharing (Oxford
types of communication. NAMLE de nes media literacy asEnglish Dictionary, a). This de nition is broad; however, in
"the ability to encode and decode the symbols transmittdte context of media literacy, the main focus is on two aspects
via media and synthesize, analyze and produce mediatdfdhe shared information (Baines et al., 2020; Kandel, 2020):



1) How truthful the information is. This is an objective
measurement that can operate on a scale, based on how
much of the shared information is falsi ed or interpreted
based on personal bias.

2) The intention of the sender when sharing the informa-
tion. Though intent can be divided into many different
factors, our main focus here is on whether the informa-
tion was intended to be harmful to the receiver.

Based on these two aspects, information disorder refers to
the negative areas and overlaps between them. These areas
have been named mis-, dis- and malinformation. The Council
of Europe (Wardle et al., 2017) de nes the three types as:

"Misinformation is when false information is shared, bufig. 2. Seven categories of mis- & disinformation. The scale measures the
no harm is meant" degree to which the sender of information intended to deceive the receiver

i~ . . . L . (Wardle, 2017).
Disinformation is when false information is knowingly

shared to cause harm". With our goal to increase people's interest in how the
"Malinformation is when genuine information is shared 9 peop

to cause harm, often by moving information designed {tﬁfor;mleorg tlf;a\t/ th[ﬁytstiie onltme 'rsizrqfr:px:ﬁtgd \t/o rm uenfcelz
stay private into the public sphere”. em, we believe that this categorizatio € very usetul.

By using these seven types as a baseline, we can cover and
These three types can be illustrated using the previousghowcase the wide spectrum of different types of common

discussed aspects of falseness and intention to harm, givingrdine mis- & disinformation.

simple visual overview of the three terms and their relationship

as seen in Figure 1. D. Transformational Games

Increasing interest in information disorder can be done
through many mediums, including video games. A game with
an aim to change the player's perception of the world in this
way could be described asteansformational gamé¢Culyba,
2018). The need to evoke a change or transformation through
video games can be applicable in many forms, including
education or learning (Peredeyet al., 2022; Williams, 2018),
health-related behavior change (E€aet al., 2021), raising
awareness about societal issues (Bogost, 2008), among many
others. While the Get Media Savvy collective's higher purpose
is to educate people and raise awareness about media literacy,
designing a potential transformational game to raise interest
on the topic may assist in accomplishing this goal.

Fig. 1. Overlap and difference between mis-, dis- and malinformation Independent designer S. Culyba developed a framework for
(Wardle, 2020). designing transformational games and evaluating the effective-
gning g g
ness of the change (Culyba, 2018). The framework highlights
Though all three types of information can be harmfukwo main types of transformationknowledge (learning new
malinformation is a more nuanced case, as all the presentei@rmation) andskill (being able to do something new).
information is truthful; thus the harm comes more from thelowever, change in knowledge or skill can further affect
context than the speci ¢ information itself. For this projectchange in the player's health, feelings/attitudes, acts, beliefs,
we instead focused on mis- and disinformation, as these @erceptions, values, and connections. For this study, the aim
simpler to identify by the nature of their claimed informatiorof the video game would be to achieve the change in belief,
being veri able. which is described asthie player's sense of truth is alteréd
and encompasses perception and world view (Culyba, 2018).
By determining the intended transformation of the player, it
1) Categories of Mis- & Disinformation:In her article, is then possible to form a foundation for evaluating the video
Wardle (2017), strategy and research lead at First Draft Newgsme and determining the level of success achieved in terms of
has broken down the main characteristics of the mis- atrdnsformational impact. To measure the impact, it is bene cial
disinformation that gets shared online. Based on this, she hasrst determine the player'snitial state - their knowledge,
formulated a typology to classify different types of problematiexperience, and feelings before playing the game (Culyba,
content, as seen in Figure 2. 2018).
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